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The Storming Sea 

To find the new lands in which their adventures are undertaken, the heroes must first travel 
the world. These journeys do not always go smoothly; the ocean can be a cruel and dangerous place 
to be, hiding many horrors beneath its depths. Today's encounter explores this idea, giving the 
heroes of your story something to think about other than simply finding the next objective or 
waypoint. 

This encounter is designed as a difficult encounter for a party of level 10-12 characters. It 
can be adjusted if the PC's have too much difficulty simply by removing some of the creatures in the 
encounter. 

Background 

Deep beneath the darkest parts of the Ethereal Ocean, a rift was torn in aeons past. For 
years beyond counting, sailors have sworn that this vast watery expanse was home to the souls of 
the dead, even claiming it to be the starting point of the River Styx. Not all ships that enter this 
ocean exit, but for some the inconvenience of adding days to their trip is simply unacceptable. Even 
those that pass through rarely do so unmolested. Strange creatures of all kinds endanger the lives of 
crewmen and damaging ships. The tales of an uneventful trip are the rarest of all in these waters. 

Encounter 

At some point in the PC's journey, read or paraphrase the following: 

" You notice the very water below you beginning to churn and break, rising into waves and 
tossing your ship to and fro. Clouds begin to form unnaturally quickly, seemingly out of nowhere. 

You feel the static start to build as the first sparks of lightning arc across the darkening sky. As the 
tumultuous nature of the water intensifies, you here inhuman screams that fill you with dread. As 
the lightning flashes around you, you can make out the indistinct shapes of creatures rapidly 
approaching in the water. As another flash lights the sky, a figure appears at the prow of the ship, 
seemingly part humanoid, but also entirely not." 

This encounter centres around an invasion of merrow on the ship the PC's are travelling on. 
As this fight ensues, they are also assaulted by the chaotic and malign nature of the ocean itself. 
There are two weather effects that will affect this encounter, chosen at random. 

On initiative count 20 of every turn, roll a d6. On a roll of 1-3, have each creature on the 
vessel roll a DC 13 Dexterity saving throw or be knocked prone by the strong waves slamming into 
the side of the ship. Any of the merrow currently on the ship have advantage on this saving throw. 
On a roll of 4-6, the lightning around the ship intensifies, arcing towards the deck. One target on the 
ships deck takes must make a DC 15 Dexterity saving throw, taking 2d6 lightning damage on a failed 
save or half as much on a success. This lightning strike will attack any target that is wearing metal 
armour first. If there are no targets on the deck wearing metal armour, the target is chosen at 
random. 

While this is happening, the ship is being assailed by a large group of merrow (MM, pg. 219), 
being led by two merrow shallowpriests (EGW, pg. 294). These are not mindless assailants, but 
practised attackers and scavengers. They will happily wait until they can attack the ship en masse, 
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ambushing the occupants and killing them quickly, only to drag them below the depths. They are 
also likely to coordinate against fewer targets to ensure the desired effect. Whilst they are overly 
aggressive, they are not mindless. If a merrow is reduced to 18 or less hit points, they will attempt to 
flee by any means at their disposal. If the regular merrow are all defeated or forced to flee, the 
shallowpriests will evacuate, regardless of their condition. 


Conclusion 

Once the merrow are defeated, the storm will subside and the rest of the journey passes 
uneventfully. This could lead into an exploration of a new underwater realm, possibly leading to 
them to close the rift. 


Bestiary 


Merrow 

Large monstrosity , chaotic evil 
Armor Class 13 (Natural Armor) 

Hit Points 45 (6dl0 + 12) 

Speed 10 ft., swim 40 ft. 

STR DEX CON INT WIS CHA 
18 (+4) 10 (+0) 15 (+2) 8 (-1) 10 (+0) 9 (-1) 

Senses Darkvision 60 ft.. Passive Perception 10 
Languages Abyssal, Aquan 
Challenge 2 (450 XP) 

Amphibious. The merrow can breathe air and 
water. 

Actions 

Multiattack. The merrow makes two attacks: one 
with its bite and one with its claws or harpoon. 

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 8 (ld8 + 4) piercing damage. 
Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 9 (2d4 + 4) slashing damage. 
Harpoon. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or range 20/60 ft., one 
target. Hit: 11 (2d6 + 4) piercing damage. If the target is a Huge or smaller creature, it must succeed 
on a Strength contest against the merrow or be pulled up to 20 feet toward the merrow. 



Merrow Shallowpriest 

Large monstrosity , chaotic evil 
Armor Class 15 (natural armor) 

Hit Points 75 (10dl0 +20) 

Speed 10 ft., swim 40 ft. 

STR DEX CON INT WIS CHA 
18 (+4) 14 (+2) 15 (+2) 11 (+0) 16 (+3) 9 (-1) 
Senses Darkvision 60 ft.. Passive Perception 13 
Languages Abyssal, Aquan 
Challenge 4 (1,100 XP) 
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Amphibious. The merrow can breathe air and water. 

Spellcasting. The merrow is a 6th-level spellcaster. Its spellcasting ability is Wisdom (spell save DC 
13, +5 to hit with spell attacks). The merrow has the following druid spells prepared: 

Cantrips (at will): druidcraft, minor illusion, shocking grasp 

1st level (4 slots): cure wounds, fog cloud, thunderwave 

2nd level (3 slots): hold person, mirror image, misty step 

3rd level (3 slots): dispel magic, lightning bolt (see "Actions" below), sleet storm 

Actions 

Harpoon. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 

11 (2d6 + 4) piercing damage. If the target is a Medium or smaller creature, the merrow can pull it 10 
feet closer. 

Lightning Bolt (3rd-Level Spell; Requires a Spell Slot). The merrow unleashes a stroke of lightning in 
a line 100 feet long and 5 feet wide. Each creature in the line must make a DC 13 Dexterity saving 
throw, taking 28 (8d6) lightning damage on a failed save, or half as much damage on a successful 
one. 


Hap 
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